OV>-E*> ^ \ (Reinstated and Amended) A gaming device comprising: 
v»r* \ target; 

^% plurality of non-targets including at least two non-targets which are each a 

same predetermined proximity from said target; 
t r x a display device adapted to display said target and non-targets; 

at least one speaker; 
^- x0 a sound effect associated with said predetermined proximity; and 
^ ^o-^ a processor operable to control a game upon a wager by a player, for causing 

> selection of said target or one of the non-targets, and causing said speaker to generate 
said sound effect when one v of the non-targets within said predetermined proximity from 
^ said target is selected. 

j\ (Reinstated) The gaming device of Claim 3^,' wherein the non-targets which are 

^ — ' within said predetermined proximity from said target are spatially related to said target. 

\ \Sl 

3^. (Reinstated) The gaming device of Claim ^34, wherein the non-targets which are 
within said predetermined proximity frorrNsaid target are numerically related to said 
target. \ 
W \ 133 

3^. (Reinstated) The gaming device of Claim^, wherein at least one non-target 
within said predetermined proximity from said targets located numerically above said 
target, and at least one non-target within said predetermined proximity from said target 
is located numerically below said target. 

^ 3S J? I 

^ (Reinstated) The gaming device of Claim 34, wherein\said sound effect includes 

a message describing the location of said target relative to the selected non-target. 

ft. JB| \ 

^ (Reinstated) The gaming device of Claim 34, wherein the plurality of non-targets 

includes at least one non-target which does not have an associated sound effect. 

£7 13/ \ 

(Reinstated) The gaming device of Claim 34, wherein said processor provides 

an award to a player when said target is selected. 
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^ v Sn 

(Reinstated) The gaming device of Claim^q, wherein said processor causes the 
speaker to generate a^second different sound effect when said target is selected. 

X^. (Reinstated) The gaming device of Claim 4^, wherein said processor causes the 
speaker to generate a thira different sound effect when said award is provided to the 
player. \ 
HD \ £l 

43. (Reinstated) The gamingxdevice of Claim 34, wherein the target or one of the 

non-targets is processor selected. 

W) \ ftf 

(Reinstated) The gaming device of Claim 3^, wherein the target or one of the 

non-targets is player selected. 

Hz- 

(Reinstated and Amended) A gaming^evice comprising: 
a game operable upon a wager by a player; 
a target; \^ 

a plurality of non-targets including at least two non-targets which are each within 

a same predefined distance from said target; \^ 

a display device adapted to display said target and non-targets; 

means for selecting said target and non-targets; \ 

at least one sound effect associated with said predefined distance; and 

means for generating the sound effect during said\cjame when the selecting 

means selects one of the non-targets which is within said predefined distance from said 

target. 

4§. (Reinstated) The gaming device of Claim 4^, wherein said sound effect includes 
a message describing the location of said target. 
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(Reinstated and Amended) A gaming device comprising: 
a target; 

a plurality of non-targets including\at least two non-targets which are each a 
same first predetermined proximity from said target and including at least two non- 
targets which are each a same second predetermined proximity from said target; 

a display device adapted to display said target and non-targets; 

at least one speaker; >y 
„ a first sound effect associated with said first predetermined proximity; 
-a second sound effect, which is different from the first sound effect, associated 
with said second predetermined proximity; and \^ 

a processor operable to control a game upon a wager by a player, for causing 
selection of said target or one of the non-targets, and causing the speaker to generate 
said first sound effect when one of the non-targets within\said first predetermined 
proximity from said target is selected, and to generate said second different sound 
effect when one of the non-targets within said second predetermined proximity from 
said target is selected. 

^ (Reinstated) The gaming device of Claim 4^ wherein the target or one of the 
non-targets is processor selected. 

4$. (Reinstated) The gaming device of Claim 4^, wherein the target or one of the 
non-targets is player selected. 
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^Qf (Reinstated and Amended) A gaming device comprising: 
a target; 

plurality of non-targets; 
a display device adapted to display said target and non-targets; 
at least one speaker; 
a plurality of sound effects; and 

a processor operable to control a game upon a wager by a player, for causing 
selection of said\arget or one of said non-targets, causing the speaker to generate a 
first sound effect randomly chosen from said sound effects when one of said non- 
targets is selected, \nd causing the speaker to generate a different sound effect 
randomly chosen from said sound effects each time one of said non-targets is selected. 

m \ vfi 

34, (Reinstated) The gaining device of Claim 5Q, wherein the target or one of the 
non-targets is processor selected. 
W \ ffl 

"5^. (Reinstated) The gaming device of Claim SQ, wherein the target or one of the 
non-targets is player selected. 

\5o 

^. (Reinstated and Amended) A gaming device comprising; 
a target; 

a plurality of non-targets; 

a display device adapted to display said target and non-targets; 

at least one speaker; 

a plurality of sound effects; and 

a processor operable to control a game upon a^wager by a player, for causing 
selection of said target or one of the non-targets, causing the speaker to generate a first 
sound effect chosen from said sound effects when one of said non-targets is selected, 
and causing the speaker to generate a .second different sound effect chosen from said 
sound effects when the same non-target is selected. 

^ i2£> 

^ (Reinstated) The gaming device of Claim 5^, wherein the target or one of the 
non-targets is processor selected. 
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Y>1c CO 

(Reinstated) The gaming device of Claim 3§, wherein the target or one of the 

non-targets is player selected. 

& \ 

(Reinstated and Amended) A gaming device comprising: 
a target; \. 

a plurality of non-targets; 

a display device adapted to display said target and non-targets; 
at least one speaker; 
a sound effect; 

a predetermined number of times associated with the non-targets; and 
a processor operable to control a^ame upon a wager by a player, for causing 
selection of said target or one of the non-targets, counting the number of times one of 
the non-targets is selected, and upon reaching'said predetermined number, causing the 
speaker to generate said sound effect when one oHhe non-targets is selected. 

5^. (Reinstated) The gaming device of Claim 5C wherein the target or one of the 
non-targets is processor selected. \ 

58. (Reinstated) The gaming device of Claim 5§, wherein the^ target or one of the 
non-targets is player selected. 
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5^. (Reinstated and Amended) A gaming device comprising: 
aytarget; 

a plurality of non-targets including at least two non-targets which are each a 
same predetermined proximity from said target; 

a display device adapted to display said target and non-targets; 

at least one speaker; 
- a sound effect associated with said predetermined proximity; 
*- a predetermined number of times associated with said predetermined proximity 
from said target; and 

a processor operable to control a game upon a wager by a player, for causing 

selection of said target or one of the non^rgets, counting the number of times one of 

the non-targets within said predetermined proximity from said target is selected, and 

upon reaching said predetermined number, causing the speaker to generate said sound 

effect when said processor selects one of the non-targets within said predetermined 

proximity from said target. 

\$f) \ 
TSQ. (Reinstated) The gaming device of Claim ^9, wherein the target or one of the 

non-targets is processor selected. 

154. (Reinstated) The gaming device of Claim 5^, wherein the target or one of the 
non-targets is player selected. 
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6^ (Reinstated and Amended) A gaming device comprising: 
sa target; 

^plurality of non-targets including at least two non-targets which are each a 
same predetennined proximity from said target; 

a displayNtevice adapted to display said target and non-targets; 
at least one speaker; 

^a first sound effect associated with said predetermined proximity; 
* a second sound effect, which is different from the first sound effect, associated 
with said predetermined proximity; 

a predetermined number of\times associated with said predetermined proximity 
from said target; and 

a processor operable to control a^game upon a wager by a player, for causing 

selection of said target or one of the non-targets, counting the number of times one of 

\ 

the non-targets within said predetermined proximity from said target is selected, causing 
the speaker to generate said first sound effect wrie^one of the non-targets within said 
predetermined proximity from said target is selected, and upon reaching said 
predetermined number, causing the speaker to generate^said second different sound 
effect when one of the non-targets within said predetermined proximity from said target 
is selected. 

\yy is*} 

(Reinstated) The gaming device of Claim wherein theMarget or one of the 
non-targets is processor selected. 

IS^. (Reinstated) The gaming device of Claim 6?, wherein the target>or one of the 
non-targets is player selected. \ 



\ 
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VLZ. 

(Reinstated and Amended) A gaming device comprising: 
\a plurality of targets; 

a display device adapted to display said targets; 

at least one speaker; 

a first plurality of sound effects; and 

a processonoperable to control a game upon a wager by a player, for causing 
selection of one of said targets or none of said targets, and causing the speaker to 
generate a first sound effect chosen from said first plurality of sound effects when none 
of said targets are selected ^hd causing the speaker to generate a different sound effect 
chosen from said first plurality^ rf sound effects each consecutive time none of said 
targets are selected. \ 

>(}. (Reinstated) The gaming device of^Claim 99,, which further includes a second 
different plurality of sound effects from which.said processor chooses a second sound 
effect and causes the speaker to generate the\econd sound effect when one of said 
targets is selected, and from which said processor chooses a different sound effect and 
causes the speaker to generate the different sound effect each consecutive time one of 
said targets is selected. 

Xj. (Reinstated) The gaming device of Claim ; 69 v wherein one of the targets is 
processor selected. 

(Reinstated) The gaming device of Claim 6$, wherein one of the targets is player 
selected. 

7^. (Reinstated) The gaming device of Claim 69., which further includes anactivator 
which is activated by a player to cause the processor to select one of said targets or 
one of said non-targets. 
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(Reinstated and Amended) A gaming device compnsing: 
V a pitfall; 

\i plurality of non-pitfalls including at least two non-pitfalls which are each a same 
predetermined proximity from said pitfall; 

a display device adapted to display said pitfall and non-pitfalls; 
at leastone speaker; 

a sound effect associated with said predetermined proximity; and 

a processor^operable to control a game upon a wager by a player, for causing 

selection of said pitfall or one of the non-pitfalls, and causing said speaker to generate 

said sound effect when one of the non-pitfalls within said predetermined proximity from 

said pitfall is selected. \ 

\ \U7 
^ (Reinstated) The gaming device of Claim 7^, wherein the non-pitfalls which are 

within said predetermined proximity from said pitfall are spatially related to said pitfall. 

IW \ iC7 

Tfr (Reinstated) The gaming device of Claim 74, wherein the non-pitfalls which are 

within said predetermined proximity\rom said pitfall are numerically related to said 
pitfall. \ 

HO \ \U7 

Y^. (Reinstated) The gaming device of Claim 74, wherein at least one non-pitfall 

within said predetermined proximity from said\>itfall is located numerically above said 

pitfall, and at least one non-pitfall within said predetermined proximity from said pitfall is 

located numerically below said pitfall. 

^1 \ %1 

^ (Reinstated and Amended) The gaming device of^laim 74, wherein said sound 

effect includes a message describing the location of said prtfall relative to the selected 

non-pitfall. 

?q. (Reinstated) The gaming device of Claim wherein the^plurality of non-pitfalls 
includes at least one non-pitfall which does not have an associated sound effect. 

17!) fr7 \ 

(Reinstated) The gaming device of Claim 7^, wherein said processor terminates 
selection of said pitfall or one of the non-pitfalls after said pitfall is selectedN 
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, (Reinstated) The gaming device of Claim 8^ wherein said processor causes the 
speakerto generate a second different sound effect when said pitfall is selected. 

8^. (Reinstated) The gaming device of Claim 7^, wherein the pitfall or one of the 
non-pitfalls is processor selected. 

"8^. (Reinstated) The^gaming device of Claim 74, wherein the pitfall or one of the 
non-pitfalls is player selected. 

H7 \ 

^ (Reinstated and Amended) A gaming device comprising: 
a game operable upon a wager by a player; 
a pitfall; \ 

a plurality of non-pitfalls including atJeast two non-pitfalls which are each within a 
same predefined distance from said pitfall; \ 

a display device adapted to display said pitfall and non-pitfalls; 

means for selecting said pitfall and non-pitfalls; 

at least one sound effect associated with said predefined distance; and 

means for generating the sound effect during said game when the selecting 
means selects one of the non-pitfalls which is within said predefined distance from said 
pitfall. \ 

m IT? \ 

(Reinstated) The gaming device of Claim ^84, wherein said sound effect includes 
a message describing the location of said pitfall. 
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^ v (Reinstated and Amended) A gaming device comprising: 
SKPitfall; 

a plurality of non-pitfalls including at least two non-pitfalls which are each a same 
first predetermined proximity from said pitfall and including at least two non-pitfalls 
which are eacha^same second predetermined proximity from said pitfall; 

a display device^adapted to display said pitfall and non-pitfalls; 

at least one speaker; 

a first sound effect associated with said first predetermined proximity; 

a second sound effect, which is different from the first sound effect, associated 
with said second predetermined proximity; and 

a processor operable to controKa game upon a wager by a player, for causing 
selection of said pitfall or one of the noivpitfalls, and causing the speaker to generate 
said first sound effect when one of the "non-pitfalls within said first predetermined 
proximity from said pitfall is selected, and to generate said second different sound effect 
when one of the non-pitfalls within said second predetermined proximity from said pitfall 
is selected. 

(Reinstated) The gaming device of Claim 8§, where{n the pitfall or one of the 
non-pitfalls is processor selected. 

H\ 111 

TB^. (Reinstated) The gaming device of Claim 8§, wherein the prtfall or one of the 
non-pitfalls is player selected. 
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^ y (Reinstated and Amended) A gaming device comprising: 
\a pitfall; 
a plurality of non-pitfalls; 

a display device adapted to display said pitfall and non-pitfalls; 

at least one speaker; 

a plurality ofssound effects; and 

a processor operable to control a game upon a wager by a player, for causing 
selection of said pitfall oKone of said non-pitfalls, causing the speaker to generate a first 
sound effect randomly chosen from said sound effects when one of said non-pitfalls is 
selected, and causing the speaker to generate a different sound effect randomly chosen 
from said sound effects each time,one of said non-pitfalls is selected. 

yQ. (Reinstated) The gaming device of Claim &§, wherein the pitfall or one of the 
non-pitfalls is processor selected. \ 

si (Reinstated) The gaming device of Claim 8$, wherein the pitfall or one of the 
non-pitfalls is player selected. 

(Reinstated and Amended) A gaming device Comprising; 
a pitfall; 

a plurality of non-pitfalls; 

a display device adapted to display said pitfall and non-pitfalls; 

at least one speaker; 

a plurality of sound effects; and 

a processor operable to control a game upon a wager by a^layer, for causing 
selection of said pitfall or one of the non-pitfalls, causing the speaker to generate a first 
sound effect chosen from said sound effects when one of said non-pitfalls is selected, 
and causing the speaker to generate a second different sound effect chosen from said 
sound effects when the same non-pitfall is selected. 

ife, (Reinstated) The gaming device of Claim wherein the pitfall or one\of the 
non-pitfalls is processor selected. 
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94. ^(Reinstated) The gaming device of Claim 9^, wherein the pitfall or one of the 
non-pitfalls is player selected. 
V» \ 

^§§. (Reinstated and Amended) A gaming device comprising: 
a pitfall; \. 
a plurality of nor^pitfalls; 

a display device adapted to display said pitfall and non-pitfalls; 
at least one speaker; 
a sound effect; 

a predetermined number of times associated with the non-pitfalls; and 
a processor operable to control a game upon a wager by a player, for causing 
selection of said pitfall or one of the non-pitfalls, counting the number of times one of the 
non-pitfalls is selected, and upon reaching said\predetermined number, causing the 
speaker to generate said sound effect when one of the non-pitfalls is selected. 

(Reinstated) The gaming device of Claim wherein the pitfall or one of the 
non-pitfalls is processor selected. 

(Reinstated) The gaming device of Claim 9§, wherein the\pitfall or one of the 
non-pitfalls is player selected. 



14 



t 



m 

A(Reinstated and Amended) A gaming device comprising: 
a\pitfall; 

a plurality of non-pitfalls including at least two non-pitfalls which are each a same 
predetermined proximity from said pitfall; 

a displayftevice adapted to display said pitfall and non-pitfalls; 
at least one speaker; 

a sound effect associated with said predetermined proximity; 

a predetermined number of times associated with said predetermined proximity 
from said pitfall; and \ 

a processor operable to control a game upon a wager by a player, for causing 
selection of said pitfall or one of the rtoji-pitfalls, counting the number of times one of the 
non-pitfalls within said predetermined proximity from said pitfall is selected, and upon 
reaching said predetermined number, causing the speaker to generate said sound 
effect when said processor selects one of the^on-pitfalls within said predetermined 
proximity from said pitfall. 

(Reinstated) The gaming device of Claim wherein the pitfall or one of the 
non-pitfalls is processor selected. 

>GQ. (Reinstated) The gaming device of Claim 9§, wherein the pitfall or one of the 
non-pitfalls is player selected. 
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(Reinstated and Amended) A gaming device comprising: 
pitfall; 

^plurality of non-pitfalls including at least two non-pitfalls which are each a same 
predetermined proximity from said pitfall; 

a displa^device adapted to display said pitfall and non-pitfalls; 

at least one^speaker; 

\ 

a first sound effect associated with said predetermined proximity; 

a second sound effect, which is different from the first sound effect, associated 

\ 

with said predetermined proximity; 

a predetermined numbero v f times associated with said predetermined proximity 
from said pitfall; and 

a processor operable to controha^game upon a wager by a player, for causing 
selection of said pitfall or one of the non-pitfalls, counting the number of times one of the 
non-pitfalls within said predetermined proximity from said pitfall is selected, causing the 
speaker to generate said first sound effect when one of the non-pitfalls within said 
predetermined proximity from said pitfall is selected, and upon reaching said 
predetermined number, causing the speaker to generate said second different sound 
effect when one of the non-pitfalls within said predetermined proximity from said pitfall is 
selected. 

(Reinstated) The gaming device of Claim T8^ , wherein th^e pitfall or one of the 
non-pitfalls is processor selected. 

(Reinstated) The gaming device of Claim toj , wherein the pitfallV one of the 
non-pitfalls is player selected. 
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^1 

(Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: 

operating a game upon a wager by a player; 
displaying a target; 

displaying a plurality of non-targets including at least two non-targets 
which are each a same predetermined proximity from said target; 
(d) selecting either said target or one of the non-targets; and 
-(e) generating^ sound effect associated with said predetermined proximity 
when one of said non-targets selected is within said predetermined 
proximity. \ 

\% \ l°n 

(Reinstated) The method of^Claim ^0^, wherein said sound effect includes a 
message describing the location of said target relative to the selected non-target. 

(Reinstated) The method of Claim te^, wherein said plurality of non-targets 
includes at least one non-target which doesViot have an associated sound effect. 

ZOO tf\ 

>Q^. (Reinstated) The method of Claim Y04. which further includes providing an 
award to a player when said target is selected. \ 

zj> 1 vq \ 

>©Q^ (Reinstated) The method of Claim ^84, which further includes generating a 
second different sound effect when said target is selected. 

""rOQ. (Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by a player; 
displaying a target; 



(b) 
(c) 

(d) 
(e) 



displaying a plurality of non-targets including at least twonon-targets 
which are each within a same predefined distance from said target; 
selecting either said target or one of the non-targets; and \ 
generating a sound effect associated with said predefined distance when 
one of said non-targets selected is within said predefined distance 
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(Reinstated and Amended) A method of operating a gaming device comprising 



operating a game upon a wager by the player; 




displaying a target; 

displaying a plurality of non-targets including at least two non-targets 
whiciWe each a same first predetermined proximity from said target and 
including^at least two non-targets which are each a same second 
predetermined proximity from said target; 

(d) selecting either\said target or one of the non-targets; 

(e) generating a first sound effect associated with said first predetermined 
proximity when on^f^the non-targets selected is within said first 
predetermined proximityi.and 

(f) generating a second different sound effect associated with said second 
predetermined proximity wher^one of the non-targets selected is within 
said second predetermined proximity. 

^ \ 

~m, (Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by the player; 

(b) displaying a target; 

(c) displaying a plurality of non-targets; 

(d) selecting either said target or one of the non-targets; N 

(e) generating a first sound effect randomly chosen from a plurality of sound 
effects when one of said non-targets is selected; 

(f) selecting either said target or one of the non-targets; and 

(g) generating a second different sound effect randomly chosen from said 
plurality of sound effects when one of said non-targets is consecutively 
chosen. 
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"H^. ^Reinstated and Amended) A method of operating a gaming device compnsmg 
the steps 

(a) 

(b) 

(c) 

(d) 

(e) 



^operating a game upon a wager by a player; 
displaying a target; 
displaying a plurality of non-targets; 
selectingeither said target or one of the non-targets; 
generating^ first sound effect when a non-target from the non-targets is 
selected; 

(f) selecting either said^target or one of the non-targets; and 

(g) generating a second^different sound effect when said same non-target is 
consecutively selected. 

H^. (Reinstated and Amended) A method of operating a gaming device compnsmg 
the steps of: 

operating a game upon a wager by a^player; 
displaying a target; 
displaying a plurality of non-targets; 



(a) 
(b) 
(c) 
(d) 
(e) 
(0 

(g) 



selecting either said target^pone of the non-targets a plurality of times; 
counting the number of times one of the non-targets is selected; 
reaching a predetermined number of times one of the non-targets is 
selected; and \ 
generating a sound effect when one of the non-targets is selected after the 
predetermined number of times is reached. 
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rt^.. (Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by a player; 

(b) \ displaying a target; 

(c) displaying a plurality of non-targets including at least two non-targets 
which are each a same predetermined proximity from said target; 

(d) selecting either said target or one of the non-targets a plurality of times; 

(e) counting\he number of times one of the non-targets is selected from 
within saidpredetermined proximity from said target; 

(f) reaching a predetermined number of times one of the non-targets is 
selected from within said predetermined proximity from said target; and 

(g) generating a sound\ffect when one of the non-targets is selected from 
within said predetermine^ proximity from said target after the 
predetermined number of times is reached. 

M \ 

"H$. (Reinstated and Amended) A method x of operating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by asplayer; 

(b) displaying a target; \^ 

(c) displaying a plurality of non-targets including at least two non-targets 
which are each a same predetermined proximity from said target; 

(d) selecting either said target or one of the non-targets a plurality of times; 

(e) generating a first sound effect when one of the no^-targets is selected 
from within said predetermined proximity; 

(f) counting the number of times one of the non-targets is N selected from 
within said predetermined proximity from said target; \^ 

(g) reaching a predetermined number of times one of the non-targets is 
selected from within said predetermined proximity from said target; and 

(h) generating a second different sound effect when one of the non-targets is 
selected from within said predetermined proximity from said targefafter 
the predetermined number of times is reached. 
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148r .(Reinstated and Amended) A method of operating a gaming device comprising 



the ste 




operating a game upon a wager by a player; 



displaying a plurality of targets; 

randomly selecting none of said targets or one of said targets; 
generating a first sound effect chosen randomly from a first plurality of 
sound effects when no target is selected; 

(e) generatingVsecond sound effect chosen randomly from a second 
different plurality of sound effects when one of the targets is selected; 

(f) randomly selecting none of said targets or one of said targets; 

(g) generating a third different sound effect chosen randomly from said first 
plurality of sound effects when no target is selected; and 

(h) generating a fourth different sound effect chosen randomly from said 
second different plurality ofsound effects when one of the targets is 
selected. 

lib 

Ha^ (Reinstated and Amended) A method oroperating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by a player; 

(b) displaying a pitfall; \ 

(c) displaying a plurality of non-pitfalls including at^least two non-pitfalls which 
are each a same predetermined proximity from said pitfall; 

(d) selecting either said pitfall or one of the non-pitfalls;\and 

(e) generating a sound effect associated with said predetermined proximity 
when one of said non-pitfalls selected is within said predetermined 
proximity. 

>2Q (Reinstated) The method of Claim tl^, wherein said sound effect includes a 
message describing the location of said pitfall. 

"l^. (Reinstated) The method of Claim wherein said plurality of non-pitfalls^ 
includes at least one non-pitfall which does not have an associated sound effect. 
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T22. (Reinstated) The method of Claim H§, which further includes terminating the 
selection of either said pitfall or one of the non-pitfalls when said pitfall is selected. 
2iM \ 240 

T221 (Reinstated) The method of Claim H§, which further includes generating a 
second differentsound effect when said pitfall is selected. 

Z1S \ 

(Reinstated and^Amended) A method of operating a gaming device comprising 

the steps of: 

(a) operating a game upon a wager by a player; 

(b) displaying a pitfall; 

(c) displaying a plurality^ non-pitfalls including at least two non-pitfalls which 
are each within a samevpredefined distance from said pitfall; 

(d) selecting either said pitfalhor one of the non-pitfalls; and 

(e) generating a sound effect associated with said predefined distance when 
one of said non-pitfalls selectedJs within said predefined distance. 

>25. (Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by a player; 

(b) displaying a pitfall; 

(c) displaying a plurality of non-pitfalls including a\least two non-pitfalls which 
are each a same first predetermined proximity from said pitfall and 
including at least two non-pitfalls which are each a same second 
predetermined proximity from said pitfall; 

(d) selecting either said pitfall or one of the non-pitfalls; 

(e) generating a first sound effect associated with said first predetermined 
proximity when one of the non-pitfalls selected is within said first 
predetermined proximity; and 

(f) generating a second different sound effect associated with said second 
predetermined proximity when one of the non-pitfalls selected is witrnn 
said second predetermined proximity. 
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>2(3. ^Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: 

(a) \^operating a game upon a wager by a player; 

(b) displaying a pitfall; 

(c) displaying a plurality of non-pitfalls; 

(d) selecting either said pitfall or one of the non-pitfalls; 

(e) generating^ first sound effect randomly chosen from a plurality of sound 
effects when^one of said non-pitfalls is selected; 

(f) selecting either said pitfall or one of the non-pitfalls; and 

(g) generating a secona different sound effect randomly chosen from said 
plurality of sound effecte\vhen one of said non-pitfalls is consecutively 
chosen. 

z\% 

(Reinstated and Amended) A method ofoperating a gaming device comprising 
the steps of: 

(a) operating a game upon a wager by a player; 

(b) displaying a pitfall; 

(c) displaying a plurality of non-pitfalls; 

(d) selecting either said pitfall or one of the non-pitfalls; 

(e) generating a first sound effect when a non-pitfall from^he non-pitfalls is 
selected; 

(f) selecting either said pitfall or one of the non-pitfalls; and 

(g) generating a second different sound effect when said same non-pitfall is 
consecutively selected. 
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211 ..... 
"tS&K^Reinstated and Amended) A method of operating a gaming device compnsing 

the steps of: 

(a^N^operating a game upon a wager by a player; 

(b) displaying a pitfall; 

(c) displaying a plurality of non-pitfalls; 

(d) selecting either said pitfall or one of the non-pitfalls a plurality of times; 

(e) counting the number of times one of the non-pitfalls is selected; 

(f) reaching a predetermined number of times one of the non-pitfalls is 
selected; and N \ 

(g) generating a sound x effect when one of the non-pitfalls is selected after the 
predetermined numberbf times is reached. 

>2Q. (Reinstated and Amended) A method of operating a gaming device comprising 
the steps of: \^ 

(a) operating a game upon a wager by a player; 

(b) displaying a pitfall; \ 

(c) displaying a plurality of non-pitfalls including at least two non-pitfalls which 
are each a same predetermined proximity from said pitfall; 

(d) selecting either said pitfall or one of the non-pitf^lls a plurality of times; 

(e) counting the number of times one of the non-pitfalls^is selected from within 
said predetermined proximity from said pitfall; \ 

(f) reaching a predetermined number of times one of the nonvpitfalls is 
selected from within said predetermined proximity from said pitfall; and 

(g) generating a sound effect when one of the non-pitfalls is selected from 
within said predetermined proximity from said pitfall after the 
predetermined number of times is reached. 
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YSQ. (Reinstated and Amended! A method of operating a gaming device comprising 
the steps of: 

(a) operating a game upon a^ager by a player; 

(b) displaying a pitfall; \ 

(c) displaying a plurality of non-pitfalls including at least two non-pitfalls which 
are each a same predetermined proximity from said pitfall; 

(d) selecting either said pitfall or one\>f the non-pitfalls a plurality of times; 

(e) generating a first sound effect when\>ne of the non-pitfalls is selected from 
within said predetermined proximity; \^ 

(f) counting the number of times one of the non-pitfalls is selected from within 
said predetermined proximity from said pitfall; 

(g) reaching a predetermined number of times onesof the non-pitfalls is 
selected from within said predetermined proximitVfrom said pitfall; and 

(h) generating a second different sound effect when one of the non-pitfalls is 
selected from within said predetermined proximity frorn said pitfall after the 
predetermined number of times is reached. 
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